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Safety Information 


About Photosensitive Seizures 

A very small percentage of people may experience a seizure when exposed to 
certain visual images, including flashing lights or patterns that may appear in 
video games. Even people who have no history of seizures or epilepsy may 
have an undiagnosed condition that can cause these "photosensitive epileptic 
seizures" while watching video games. 

These seizures may have a variety of symptoms including: lightheadedness, 
altered vision, eye or face twitching, jerking or shaking of arms or legs, disorien¬ 
tation, confusion, or momentary loss of awareness. Seizures may also cause loss 
of consciousness or convulsions that can lead to injury from falling down or 
striking nearby objects. 

Immediately stop playing and consult a doctor if you experience any of these 
symptoms. Parents should watch for or ask their children about the above 
symptoms - children and teenagers are more likely than adults to experience 
these seizures. 

The risk of photosensitive epileptic seizures may be reduced by sitting farther 
from the television screen, using a smaller television screen, playing in a well-lit 
room, and not playing when you are drowsy or fatigued. 

If you or any of your relatives have a history of seizures or epilepsy, consult a 
doctor before playing. 

Other Important Health and Safety Information The Xbox Instruction 
Manual contains important safety and health information that you should read 
and understand before using this software. 

Avoid Damage to Your Television 

Do not use with certain televisions. Some televisions, especially front- or 
rear-projection types, can be damaged if any video games, including Xbox 
games, are played on them. Static images presented during the normal course of 
game play may "bum in" to the screen, causing a permanent shadow of the 
static image to appear at all times, even when video games are not being played. 
Similar damage may occur from static images created when placing a video game 
on hold or pause. Consult your television owner's manual to determine if video 
games can be safely played safely on your set. If you are unable to find this 
information in the owner's manual, contact your television dealer or the 
manufacturer to determine if video games can be played safely on your set. 

Unauthorized copying, reverse engineering, transmission, public performance, 
rental, pay for play, or circumvention of copy protection is strictly prohibited. 
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GET STARTED 


STARTING UP 


T/l 


USING THE XBOX VIDEO GAME SYSTEM 

1. Set up your Xbox™ video game system by following the instructions in the 
Xbox Instruction Manual. 

2. Press the power button and the status indicator light will light up. 

3. Press the eject button and the disc tray will open. 

4. Place the NHL Hitz Pro™ disc on the disc tray with the label facing up and 
close the disc tray. 

5. Follow the on-screen instructions and refer to this manual for more information 
about playing NHL Hitz Pro. 


Disc tray 



1 — "—I 


[xbox 

_1_ 

Mcmsott 

o © 
®§ Hi 

^- 



© © 

© © 


Controller port 1 E j ect button Controller port 4 

Controller port 2 Power button Controller port 3 


AVOIDING DAMAGE TO DISCS OR THE DISC DRIVE 

To avoid damage to discs or the disc drive: 

* Insert only Xbox-compatible discs into the disc drive. 

* Never use oddly shaped discs, such as star-shaped or heartshaped discs. 

* Do not leave a disc in the Xbox console for extended periods when not in use. 

* Do not move the Xbox console while the power is on and a disc is inserted. 

* Do not apply labels, stickers, or other foreign objects to discs. 





1. Connect the Xbox Controller to any controller port on the front of the Xbox 
console. For multiple players, connect additional controllers to available 
controller ports. 

2. Insert any expansion devices into controller expansion slots as appropriate. 

3. Follow the on-screen instructions and refer to this manual for more information 
about using the Xbox Controller to play NHL Hitz Pro. 



MENU/SUB-MENU NAVIGATION 

Throughout this manual, t, 4-, ^ and ^ will signify pressing Up, Down, Left and Right on the D- 
pad. To navigate through the game menus (i.e. Options), use the D-pad (f, 4, 4" or ^ depending 
on the menu) to highlight a selection. 


NHL HITZ IN-GAMG HELP 

On ail NHL Hitz menus, you can press the ^ button to view in-game help menus that might answer any 
questions you have about a particular game mode or option. If your question isn’t answered using in- 
game help, we suggest reading through this manual for any questions you need answered. 

QUITTING A GAME IN PROGRESS 

During the game, press the button to display the Pause Menu. Press the D-pad f or 4 to select 
Exit Game, then press the © button. To confirm exiting the game, press the © button again to go to the 






MAIN MENU 




DEFAULT CONTROLS 


V 




WITH PUCK & UNIVERSAL / WITHOUT PUCK 


Turbo 



Move 

Player 


Player 

Lock 


Pause 
In-Game Menu 


Coaching 

Strategies 


Alternate Shoot Button 

(press down to shoot) 


Deke 


Guard Puck/ 
Body Check 


Pass/ 

Select Player 


Shoot/ 
Stick C h e c k 


Dump Puck/ 
Block Puck 

(B trigger) 


ADVANCED CONTROLS 

Fake Shot = Hold Shoot (© button), then press Guard Puck (© button) 
Fake Shot, Pass = Hold down Shoot (© button), then press Pass (© button) 
One-Timer = Press Pass (© button), then Shoot (© button) 

Fake Shot, Pass, One-Timer = Hold down Shoot (© button), then Pass (© button), 
then Shoot (© button) 

Reach for Loose Puck = © button 
Puck Maneuvering = right thumbstick 



EXHIBITION 

Play a quick Exhibition game. You’ll choose sides (Home or Away), then choose teams (see Select 
Teams, pg. 17). After choosing your teams, you’ll select a Jersey or adjust team Advantage (see Select 
Jersey, pg. 17). You’re then ready to play an NHL Hitz Pro exhibition game. 

FRANCHISE 

NHL n Hitz Pro includes a single team franchise mode that lets you select a preset team and win enough games 
to join the NHL See Franchise, next page. 

SEASON/PLAYOFFS 

Choose a team and play an entire NHL Season, or select Playoffs to just enter your selected team in a 
complete round of NHL Playoffs. The Stanley Cup awaits! See Season/Playoffs, pgs. 8-9. 

PICK-UP HOCKEY 

Lace up your ice or inline skates and play a game of Pick-Up on a Pond, Park or Parking Lot. Once this option 
is selected, press the D-pad 4* or to select between 1 and 5 Goals to Win the game. Then highlight 
Rink, and press the D-pad 4" or ^ to select the location of your game: Local Pond, City Park or 
Parking Lot 

HOCKEY SCHOOL 

The NHL’s all-time winningest coach, Scotty Bowman, takes you lesson-by-lesson through the various 
skills you’ll need to be successful playing NHL Hitz Pro. 

You can manually select a lesson you’d like to take or simply press the © button and go through each available 
lesson. Each lesson includes Scotty Bowman’s audio instructions to walk you through. Following each complet¬ 
ed lesson, you’ll be brought back to the Hockey School Menu. 

SETTINGS 

See Settings, pgs. 11-16. 

EXTRAS 

Check out the names of those responsible for bringing you NHL Hitz Pro, as well as other bonus content 
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FRANCHISE MODE 


FRANCHISE MODE 

Select a preset team and win enough games to join the 
NHL. After you’ve won enough games in Franchise Mode, 
the team receives an invitation to join the NHL. Once this 
option is selected, you can either create a New 
Franchise, or Load an already created Franchise. 

If you or the game has already loaded a Franchise, it will 
also appear on-screen for you to select 

NEW FRANCHISE 



■ to select a Skill Level that fits your ability: 


Logo/Jersey Sglgct - Press the D-pad f or J. to select a logo for your team, then press the O 
button to choose a jersey. 

Skill Level - Press the D-pad ^ or ^ to select a Skill Level that fits your ability: 

Rookie, Pro, All-Star or Legend. 

Enter Name - You’ll need a city name for your new Franchise. Press the D-pad f-, 4-, 4 - or ^ to 
highlight a character, then press the © button. Repeat the process until you’ve spelled the name, then select “J”. 

Team Style - Press the D-pad f or 4- to highlight, then press the © button to choose one 
of these three Team Styles: 

Offensive - This is a team designed to put the puck in the net, but they’ll lack physical play. 
Defensive - This team will knock their opponents around and score goals with hard work. 

Balanced - This is a well-rounded team with both scoring and hard hitting capabilities. 

FRANCHISE CENTRAL 

Press the D-pad f or J. to highlight, then press the © button to select an option. 

PLAY NEXT 

The right side of the screen displays your next match-up. If you’re all set and ready to start your Franchise game, 
select this option. 

CALENDAR 

The Calendar gives you an overview of your upcoming games for the month. 

MANAGE TEAM 

Edit Lines - See Edit Lines, pg. 15. 


View Rosters - Press the D-pad ^ or * ti 
Edit Players 

This feature allows you to select any one of your Franchise 
team players and edit their attributes. Press the D-pad f or 
4 to, highlight a feature, then press the © button. Each 
feature has sub-options, so press the D-pad -f, 4. ^ or 
^ (as displayed) to make changes. 


► to view your roster’s player attributes. 



W FRANCHISE MODE 
MANAGE TEAM (cont.) 

Jersey Numbers 

Change the assigned numbers of your players. Simply press the Q trigger or 0 trigger to select the 
player whose number you want to change. Press the D-pad -f, 4- ■ ^ or ^ to select a number (in 
white), then press the © button. If you select a number in gray, you’ll have the option to swap num¬ 
bers with the player using that number. 

Player Stats 

Press the D-pad -f or -4 to highlight players. Press the D-pad ^ or ^ to highlight a category, then press 
the © button to sort To view the Goalie stats, press the © button. 

Hero Equipment 

As you complete tasks during your Franchise games, you’ll earn equipment that you can use to outfit your play¬ 
ers. The left side of the screen displays available equipment (in white). Press the D-pad -4 or 4^ to high¬ 
light equipment, then press the D-pad or ^ to select the player whose equipment you want to upgrade. 
Press the © button to exit and save changes. 

As you assign Hero Equipment to players in Franchise Mode, they’ll receive colored hero icons that will appear 
beside their names in game. Each icon represents a different strength. Here are the icons and their strengths: 
Purple Icon = Tough Guy 
Red Icon = Big Hitter 
Green Icon = Good Passer 
Orange Icon = Sniper 
Yellow Icon = Great Goalie 
Blue Icon = Speedster 

Goalies are allowed to wear more than one piece of Hero Equipment but skaters are limited to wearing only one 
piece. Spread the equipment around, and use your coaching skills to create great line combinations which will 
hopefully send your team to the NHL. - 

FRANCHISE STATUS 

View information regarding the status of your Franchise team. Displayed are 
your Team Stats, Tasks, Rewards and detailed information regarding your 
last game and next game. 


SETTINGS 

See Settings, pgs. 11-16. 



SAVE 

Follow on-screen instructions to save your created Franchise to your hard disk. 

WINNING FRANCHISE MODE 

To win Franchise Mode, you need to win 10 games over the course of the 15-game schedule. There are two possible 
ways to lose during the schedule: lose three games in a row before winning at least ten, or lose more than five games. 
By winning Franchise Mode you will be awarded the Midway Cup and be eligible to enter your team into the NHL. But 
you must complete the 15-game schedule to obtain NHL entry status. Your team will be upgraded as you successful¬ 
ly win Franchise games. You can locate your next available upgrade in the Franchise Status section of the 
Franchise Central screen. The team upgrades are worth a +8 increase to all players’ attributes. Here are the upgrades: 
Level 1 Upgrade - Awarded after first game played, win or lose. 

Level 2 Upgrade - Awarded after third victory. 

Level 3 Upgrade - Awarded after fifth victory. 

Level 4 Upgrade - Awarded after seventh victory. 

Level 5 Upgrade - Awarded after tenth victory 











SEASON/PLAYOFFS 


Play an entire NHLCR) season using the team of your choice. 
Once you select this option, you can select New to create a 
season or Load to load a previously created season. You can 
use one team for all your season games, or if you like, you can 
play as the opposing team. You can also import a completed 
Franchise team into Season mode. 

When you start a new season, you’ll go to the Season Setup 
Screen to make adjustments to several options. Press the D-pad 
t or 4 to highlight an option, then press the D-pad or 
^ to make changes. Press the © button when you’re finished. 



Here are the options: 


Mode : Select to play an entire Season or Playoffs Only. 

Difficulty : Select Rookie, Pro, All-Star or Legend, depending on your experience. 
Playoffs : Choose 1 game or Best of 3,5 or 7 games. 

Games : Select the number of games for your season: 14,29,58 or 82 games. 
Draft : Select the default NHL roster (OFF) or Fantasy Draft (ON). 
Trade Deadline : Like the pros, establish a cut-off date to stop trades. 


Trade Logic : Avoid lopsided, unfair trades with the ON setting. 


CHOOSE USER TEAMS 

Press the D-pad -f, 4-. ^ or ^ to highlight a team, then press the © button to make it a User team (human 
controlled). You can make as many User controlled teams as you like. 

Once you have a Franchise team that is qualified to join the NHL, you can Substitute the Franchise team for 
any NHL team. Highlight the NHL team you want removed, and press the © button. You can then select the com¬ 
pleted Franchise you want to enter in the NHL. 


SEASON CENTRAL 

Like Franchise Central, Season Central screen shows your next 
match-up, and offers several options to adjust prior to your game. 
Here are the options: 

PLAY NEXT 

The right side of the screen displays your next match-up. If you’re 
all set and ready to start your season game, select this option. 

CALENDAR 

The Q trigger and 0 trigger cycles the months. Press the D-pad 



4" or to select a team, then press J. to access the calendar. If you like, you can highlight a completed 


game, and press the © button to see a summary of that game. 


To have the CPU Simulate a game, press the D-pad , 4 - , ^ or ^ to highlight a game, then press 
the © button. All games up to and including that date will be simulated. This allows you to speed through 
the season if needed. 



SEASON CENTRAL (cont) 
MANAGE TEAM 

Edit Lines 
See Edit Lines, pg. 15. 


View Rosters 
See View Rosters, pg. 6. 

Create Player 

NHL Hitz Pro includes a great Create Player option 
for making your own all-star hockey player. Here’s how 
to make it happen: 

You can create a Player or Goalie. Select the type of 
player you want to create, then press your D-pad f, 
J., ^ or ■+ to highlight, cycle and adjust the follow¬ 
ing options: 



Name : Spell out the name you want to appear on the player’s jersey. 

Nickname : NHL Hitz includes a large library of names the announcer will use in the game. 
Pick the one you’d like to hear as your created player makes plays. 

Number : Give your player a number. 

Preferences : Decide your player’s Stickhand, Position and Favorite Shot (Fav. Shot). 

Playstyle : You’re given 258 attribute points to distribute on top of your player’s base play 
styles. Increase or decrease these attributes to create the type of player you 
have in mind. There’s no reason to save attribute points, so use them all. 

Appearance : Scroll through the many distinct physical attributes of your player. Adjust each 
one to create your player’s outward physical appearance. 


When you’re finished, select Continue to return to the Create Player screen. 


Trade Players 

To trade players, press the Q trigger or 0 trigger to toggle team rosters. Press the D-pad +• or ■» to select 
the teams you’ll involve in the trade. At least one of the teams must be human controlled. 

Once the teams are selected, press the D-pad f or 4- to highlight a player. Do this for each team, then press 
the © button to place him on the trading block. Press the © button to make the trade. 

Note: Sometimes trades are rejected if the players being traded have vast differences in their overall rating, 
play style or what the teams involved in the trade need. Also, keep in mind that Goalies cannot be traded for 
position players. 





























SEASON/PLAYOFFS 



Free Agency 

If trading for a player won’t help your team, try nabbing one off the waiver wire. Free Agency lets you pick up an 
available NHL or Franchise player. Here’s how: 

Press the D-pad t or J. to highlight a player. Their face and attributes will appear to the right. Press the D- 
pad ^ or to select the team you’d like them to join, then press the Q button to sign the free agent 
Note: Keep in mind that you won’t be able to pick up players and keep the players you have. You’ll need to 
release a current player on a team’s roster to pick up a Free Agent If you try to acquire a player while having a 
full roster, you’ll be prompted to release a player. 

Jersey Numbers 

You can change the jersey numbers of the players on your chosen team. Press the © button to cycle the teams, 
then press the H or 0 buttons to select a player on the team you chose. 

If you highlight a gray number that’s in use by another player, the player will appear. Press the © button, 
and you’ll have the option to swap numbers for the two players. Otherwise, select an available number in 
white, and press the © button to assign the new number to the player you chase. 

Team Report 

The Team Report screen allows you to view information on all the NHL teams. Categories include a Team 
Summary, Records, Ratings, Game Stars, Tirade Summary, Playoff Match and 
Player Points. Press the D-pad ^ or to cycle the teams, then press the D-pad f or 4 to select a 
category. 

STATS 

Choose to view Player Stats or Team Standings. To view Player Stats, press the D-pad f or 4 to 
highlight players. Press the D-pad ^ or ^ to highlight a category, then press the © button to sort. To view 
the Goalie stats, press the © button. 

To view Team Standings, press the Q or Q buttons to select a Conference, Division or 
League, then press the D-pad f or 4 to highlight teams. Press the D-pad ^ or ^ to highlight a 
category, then press the © button to sort. 

SETTINGS 

See Settings, pgs. 11-16. 

SAVE 

Follow on-screen instructions to save your created season, players and settings to your hard disk. See Save 
Settings, pg. 16, for more details on saving to your hard disk. 


IO 



GAME OPTIONS 

Press the D-pad 4 or 4 to highlight an option, then press the D-pad ^ or ^ to adjust these game options: 
Game Speed - Choose how fast you’d like the players to move. 

Skill Level - Select Rookie, Pro, All-Star or Legend. 

Game Type - NHL Hitz Pro lets you decide if you want to play a Hitz type game or a more Pro type of 
game. A Hitz type game is more wide open with a less realistic feel, and a Pro type game feels closer to a 
real NHL hockey game. When you choose Hitz, some options will not be available. You will be prompted each 
time you change this setting. 

Penalties - Choose to have Penalties ON (called) or OFF (not called). 

Referee Type - If you’ll be playing with Penalties ON, you can select the type of referee that will make 
the calls during the game. Choose Lenient, Average or Strict 


Lenient - A referee who lets the teams decide the outcome. You can get away with some rough stuff before 
players start parading to the penalty box. 

Average - The man in the stripes likes a good, clean, physical game. He may miss a call here and there, 
but do the crime and you’ll serve the time. 

Strict - If it’s illegal, he will call it This official is not against filling the boxes with players if he has to. 
Rules - Even with penalties ON, you can make even more adjustments to other rulings made by the refer¬ 
ees. You can choose to have Full rules, Offside/2 Lines Only, Icing/Offside, Offside Only, 
Icing only or turn all these rules OFF completely. 

Line Changes - Line changes can complicate your game, or make it more fun. You can choose Manual 
to make line changes yourself, Auto to have the CPU do it for you, or OFF to use the same line of players for 
the entire game. When you choose OFF, players won’t fatigue. 

Auto Aim - You can choose whether you control the aim of your shots. Select OFF to control the aim 
of your shots, or select ON if you want the CPU to put the puck toward the net for you. 

Period Length - Control the length of your game by selecting the length of your game’s periods. You 
can choose any number between 1 and 20 minutes. 

Fighting - Turn Fighting ON (fights occur) or OFF (no fights). See Fighting, pg. 19, for details on 
how to mix it up. 

Clock Type - You can choose whether the clock runs in Real-Time or Accelerated time. Real time 
displays the time you select in the options. Accelerated time displays a 20 minute period and counts down in the 
amount of accelerated time that you select 
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DISPLAY OPTIONS 

As you play the game, there are many items of information on-screen during gameplay. Display Options allow you 
to determine what and how you want them displayed. 

Camera Type - Choose the angle the camera places you in the action. Select Overhead, Ice (ice 
level) or Side (side view). The default camera type, Overhead, shows all of the action on the ice. With a clos¬ 
er camera view, you can look at the player models and arena art up close, but the overhead view allows you to work 
on player positioning and build gameplay strategy. If you don’t like the default camera position, press the D-pad ^ 
or ^ to change the setting to Ice view or Side view. 

Camera Zoom - This option lets you adjust how far the camera zooms in on the action. You can adjust 
the zoom for each camera type. 

Shot Speed - Show or Hide shot speed. 

Indicators - You can choose to identify players on the ice with a displayed player Name, player 
Number or the human User controlling the player. Select None for no indicator. 

SOUND OPTIONS 

Press the D-pad \ or J. to highlight an option, then press the D-pad ^ or ^ to cycle settings or adjust the 
volume for these audio options: Music Volume, Sound FX Volume, Crowd Volume, 
Announcer Volume and Broadcast Volume. 

Broadcast Setting - Choose ON (Play by play and Color commentary) or OFF (no announcers). 
Music Setting - Play Game Sound or the NHL Hitz Soundtrack. 
SOUNDTRACK 

Press the Q trigger or 0 trigger to view User Songs or 
Licensed Songs. Press your D-pad -f or J. to highlight a song 
from the Soundtrack, then press M or ^ to turn it OFF or ON. To 
sample a song within the Soundtrack, press the © button. Within the 
Licensed Songs list, you can play up to 64 songs from the hard disk. 





GAME TUNING 

Fine tune your game by making adjustments to some of the game’s many 
nuances. Press the D-pad f or to highlight an option, then press ^ or 
^ to toggle or adjust settings. 

GAMEPLAY 



Bulldozer Puck - The puck knocks over players as though it were a bowling ball. 

Puck out of play - The puck goes out of play into the crowd (ON) or stays in play at all times (OFF). 

Increase or decrease the setting for the following options: 


Post Whistle Time - You’ll be able to control your players a little longer after the whistle blows, 
allowing you to have a little “chat” with your opponents. 

Pass Interception - Passes can be intercepted less or more often. Poke checks will be easier, and 
pucks will hit skates more often. 

Turbo Speed - Increase or decrease the turbo skating effect 
Pass Accuracy - Make passing accuracy better or worse. 

Puck Collisions - Affects the bounce of the puck when it makes contact with objects. 

Puck Retention - If a player isn’t fully knocked over following a hit they’ll have a better chance of 
retaining the puck. 

Shot Accuracy - Player shot accuracy gets better or worse. 

Hitting Power - Make it harder or easier to throw huge bodychecks. 

Al 

Catchup Logic - Turn this feature ON or OFF. When turned ON, players behind in the score will be 
offered more opportunities to score. This is a great option for keeping games competitive when players of dif¬ 
ferent skill levels (or the CPU) are playing NHL Hitz Pro. 

Press the D-pad 4m or + to adjust the level of the CPU’s Stick Check Rate, Body Check Rate, 
Deke Rate and Guard Puck Rate. 


GOALIES 

Finding it hard to score? Press the D-pad ^ or ^ to increase or decrease: 

Goalie Skill - Goalie Skill affects how easy it is to get the puck by the goaltender and into the net 
Possession Bonus - A reward for dominating time of possession. Opposing goalies become fatigued. 
Shot Bonus - Increase your chances of scoring when attempting more shots-on-goal. 

Attribute Bonus - Goalie attributes will have more or less affect than usual. With the slider all the 
way to the right the goalies use their statistical attributes accurately. Moving the slider to the left evens out the 
performance of the goalies until they are playing at the same level. 

One-Timer Bonus - Have one-timers pay off more or less frequently. 

Open Shot Bonus - A wide open shot at the net has more or less chance of scoring. 
Rebound Bonus - Rebounds have more or less chance of scoring. 

Breakaway Bonus - Breakaways have more or less of a chance of scoring. 
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PLAYER STATS 


Shooting - Shooting attributes will have more or less effect than usual. 

Checking - Checking attributes will have more or less effect than usual. 

Passing - Passing attributes will have more or less effect than usual. 

Speed - Speed attributes will have more or less effect than usual. 

FIGHTING 

Getting beat up all the time? Press the D-pad ^ or to increase or decrease: 

Fight Difficulty - Adjust how fast the CPU presses the highlighted button during a fight 
Fight Length - More or less button presses are needed to win a fight 
Maximum Fights - Increase or decrease the number of fights per game. 

VISUALS 

The Visuals menu allows you to adjust the look and size of player heads and the puck: 

Puck Effect - Add an effect to the puck as it travels. Choose Streak, Ttail, Blur or OFF. 
Show Crowd - Show the crowd (ON) or remove them (OFF). 

On-Fire Effect - Turn the On-Fire effect (ON) or remove it (OFF). 

Cheats - This menu will remain gray and locked until a Cheat is unlocked. 
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CONTROLLERS 

NHL Hitz Pro includes six controller presets. First, select the User whose controls you’ll be modifying, then press 
the D-pad ^ or ^ to cycle through the available presets (A through F). 

Press the © button to turn the controller’s Vibration feature ON or OFF. 

MANAGE TEAM 

Manage Rosters 

This option is used to update the NHL rosters across all game modes. 

This is most effective for updating rosters to keep them current with 
real NHL trades and free agency. 

To manage team rosters, press the [| trigger or 0 trigger to access a 
team window. Press the D-pad ^ or ^ to select the team whose ros¬ 
ter you’d like to adjust 

Once the teams are selected, press the D-pad -f or to highlight a player in both windows. Press the © but¬ 
ton to make the switch. 

Note: Trades will never be rejected within Manage Rosters, because this option is used to update rosters. 
Teams must still have a 21 player, 2 goalie roster. Goalies cannot be traded for players. 

Edit Lines 

NHL Hitz Pro’s new Edit Lines feature lets you make adjustments to default lines. Each team consists of four 
Scoring Lines and three Defensive Lines. The scoring lines consist of a Center and two Wingers (Left and Right). 
The Defensive Lines consist of two Defensemen (Left and Right). You can also choose which of your two Goalies 
will start 

Now press the Q trigger or 0 trigger to select the new line you want that player to occupy. Select the player 
you want him to replace, or select an Empty Slot Press the © button to switch him with another player or place 
him in the empty slot Repeat this process to move from line to line, making sure each line is intact and there 
are no empty slots in any of the lines. 
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USER INFO 

User Records 

Press the D-pad -f or f to view the records lists. Press the D-pad 
^ or to select Overall or Game records. 

User Stats 

When you enter a User Name at the Choose Sides Screen (see page 
17), statistics will be accumulated and saved to that user name. You 
can then select this option to view stats from all the games you play 
using that user name. 

More than one player may enter a user name, so the User Stats screen 
will display all stats associated with all saved user names. 

Press the D-pad -f or J. to highlight a name, or press the D-pad ^ or ^ to highlight a category. The © 
button will sort by the category selected. Because only 16 user names can be stored, you may have to delete one 
to create another. To delete a selected user name, press the © button. 




SAVE SETTINGS 

NHL Hitz Pro lets you save accumulated data to your hard disk. We highly recommend saving to your hard disk 
to enjoy the many features you’ll find in this game. 

Data will he automatically loaded from the hard disk each time you start your Xbox™ video game system. This 
prevents you from having to go through the menus to adjust the settings to your liking each time you want to 
play the game. 

The Save Settings option will appear at the end of a game in all game modes, except for Pick Up Hockey. 
Saving settings does not save a Franchise or Season game in progress. Make sure you save your Franchise and 
Season Mode games following each game. You can save your Season and Franchise games by using the Save 
option within the Season and Franchise Mode screens. 

At the Save Settings screen, press the © button to begin saving. Follow on-screen instructions to confirm your 
selections. If you already have saved settings, you’ll be asked if you want to “Overwrite" the existing data. To do 
so, press the © button. 

Press the © button to back out of the menu. 


IG 



SELECT TEAMS 

Prior to each game, select whether you want to be the Away or Home team. Press the D-pad ^ or to 
move your controller icon above a team window. Press the © button to enter a User Name, so stats accumulated 
in that upcoming game will be saved to that User Name (optional). There’s a maximum of 4 characters per name. 

Press the D-pad f or J. to scroll through the characters, then press 4* or ^ to move to the next letter to 
spell out your User Name. Press the © button once you’ve entered the name. 

If you’ve recently entered a User Name, press the © button, then press the D-pad ^ or ^ to display any pre¬ 
viously saved names. Press the © button once you’ve found the name you want to use. 

Up to eight controllers are displayed between the Home and Away window. Press the D-pad or ^ to 
choose a side, then press the D-pad f or 4- to choose a team. Press the © button to go to the Select 
Jerseys screen. 


SELECT JERSEY 

Press the H or 0 trigger to toggle control of the teams. 
Press the D-pad f or 4- to scroll through the available 
player jerseys for each team. 

Impact Players 

Impact Players are those players displayed on the Select 
Jersey screen and displayed in red during gameplay (not in 
Franchise Mode). An Impact Player gets a +5 increase to all 
attributes for that game. 



In Season Mode, any player that gets 2 points or more in a game becomes an Impact Player for the next game. 
In playoffs, Impact Players are referred to as Playoff Performers. A player can have Impact Player status for one 
game only. He must earn the impact status again in subsequent games. 


Note: Each game can have only three Impact Players per team. 


Advantage 


Press the D-pad ^ or ^ to slide the Advantage indicator left or right and give one of the two teams an advan¬ 
tage during play. The Advantage feature allows you to adjust for either a weaker team or it the person you’re 
playing against has less experience playing NHL Hitz Pro. 























THG HUD 

NHL Hitz Pro’s Heads Up Display (HUD) is simple, so you won’t be overwhelmed by on-screen information as 
you play. Review the illustration below to familiarize yourself with the HUD. 



Time 


Current 

Period 


■ Player 
Indicator 


THG FACG-OFF 

Possession of the puck means everything, so you’ll want to win as many face-offs as possible. As you're face- 
to-face with your opponent, press the © button at the precise moment the puck hits the ice. If you want to take 
a shot off the Face-Off, press the © button when the puck drops. In both cases, your opponent will be trying to 
do the same thing, so work on your timing. 


PLAYGR INDICATORS 

Colored circles appear under each human-controlled player. The color is determined by which controller you’re 
using [Blue (1), Red (2), Green (3), Yellow (4), Orange (5), Dark Purple (6), Cyan (7) and Light Purple (8)]. All 
connected controllers will be detected, so pay attention to the colors that appear at the Choosing Sides Screen 
before the game. (See Select Teams, pg. 17). 

TURBO METERS 

Turbo Meters are displayed in yellow on the outer edge of each human-controlled Player 
Indicator. As you use your Turbo, the meter diminishes. Release the 0 button (Turbo) for sev¬ 
eral seconds, so it will replenish. Remember, continually holding down on the 0 button will only prevent the 
Turbo Meter from replenishing. In muliti-player games, Turbo will diminish for all players on the team. You’ll want 
to regulate your Turbo use to get the most out of the extra power that Turbo brings to your game. 

Lings Meter 

During game stoppages, the Lines Meters will appear at the top of each side of the , 

screen. You’ll notice that full lines are completely red, and lines that have fatigued ^ - - - 

players will be diminished to some extent You can set line changes to Auto or Manual ’ _ 

in the Game Settings prior to or during a game (see Settings, pgs., 11-16). 

To manually select the line you want to use, press the D-pad f or J. to select a line, then press the © but¬ 
ton. If you don’t make a manual line selection, the CPU will do so for you after a few seconds. Don’t worry, the 
CPU initially highlights a fresh (or the freshest) line during the play stoppages. 

Remember, you can edit your lines (see Edit Lines, pg. 14, for more details). 

TASKS 

In Franchise Mode only, Task information appears at the bottom of the screen throughout the game. This 



allows you to keep track of the Task you need to complete. 


PASSING 

As you play, you’ll find out that every pass doesn’t find its destination. Look for open lanes to avoid having the 
puck stolen. Use the © button to pass the puck. 

CHECKING 

If you really want the puck, a nice hard Check should jar it loose from your opponent Press the © button for a 
Stick Check or the © button for a nice Body Check. Add a little Turbo to really send him flying. 

BLOCKING SHOTS & PASSES 

Take one for the team! Kneel down or lay down your stick to block an incoming shot or pass fay pressing the 
Q trigger when a player is shooting a puck toward your net or passing to a teammate. 

DEKE/GUARD PUCK 

Every player on the ice is going to be hitting hard to get possession of that puck, so you’ll need some moves to 
avoid the hits. Try the © button to perform a Deke move to dodge a Body Check or press the © button to guard 
the puck against a Stick Check. 

FIGHTING 

Hey, it’s hockey - so fights are bound to happen! The question is 
whether or not you’re tough enough to send the other player to the 
bench looking for some smelling salts. When a fight starts, it’s a race 
to see who will be fast enough to loosen their grapple stance and land 
the first blow. 

At the top of the screen are three gloves, and just below each fighter’s 
punch bar are the energy bars. Here's how to fight: 

As both players grapple, button icons blink randomly until a button is displayed. Quickly tap on that button as 
fast as you can to fill your punch bar before your opponent If you’re quicker, you’ll get off a series of punches. 
Whoever gets off three rounds of punches wins. Following a fight, both teams lose a skater and play 4-on-4. 
But winning a fight means your team will go On-Fire, so make every punch count (see On-Fire, pg. 20). 

THE ONE-TIMER 

When executed correctly, this is quite possibly the most difficult shot for any goalie to stop. With a 
teammate open and rushing (or near) the net, press the © button (Pass), then quickly press the © 
button (Shoot) to execute a one-timer. 

MANUAL STICKHANDLING 

NHL Hitz Pro includes a new feature that allows you to manually stickhandle when you have the control of the 
puck. When you have possession of the puck, press the right thumbstick ^ and ^ to stickhandle the puck. 
You can also press down on the right thumbstick to shoot This is effective when on a breakaway as stickhan¬ 
dling can further fatigue the goalie. 

FAKE SHOT PASS 

Perform a fake shot pass by holding the © button (Shot button), and then, at the top of the wind up, hit the 
© button to perform a pass instead of a shot and fake out the goalie. Make sure your eventual pass is sent 
toward a teammate for a scoring chance. 









BATTLING FOR THE PUCK 

The following chart indicates how one-on-one battles for the puck are won: 

Deke beats a Body Check 
Guard Puck beats a Stick Check 
Stick Check beats a Deke 
Body Check beats a Guard Puck 

Battling Tips 

Mix up your play when you have the puck or are trying to win the puck. An NHL player is creative, not predictable, 
so keep your opponent on the ropes by switching up your moves when you have the puck. On defense, try and 
use both the stick check and body check. If your opponent is a deke-crazy player, use the stick check to wipe 
the smile off his face. 

CONTEXT SENSITIVE MOVES 

Context sensitive moves, or CSMs, are new ways for you to beat the opposing goalie. Master these moves, and 
you’ll own the net-minder. 

Wraparounds 

Wraparound shots allow you to catch a goalie out of position, slam home a puck from behind the net and score 
from anywhere. When you have possession of the puck behind the opponent’s net hit the © button (Shoot but¬ 
ton) and your player will attempt a wraparound. Make sure there is time to execute the move, because your play¬ 
er will be locked into the move, making him vulnerable to checks. 

Deflections 

Shooting the puck on net is always a good play. In NHL Hitz Pro, it’s even more effective with a teammate in 
front of the net Look for teammates positioned in front of the other team’s net, and send a Wrist Shot towards 
the goal. If your teammates have an opening, they will tip the puck and possibly light the lamp. Take shots when 
you can, and good things will happen! Remember, wrist shots are much easier to deflect than Slapshots. 

BE THE CAMERAMAN 

Following a goal, you’ll get an instant replay. You now have the option of controlling the replay camera and view¬ 
ing your goal from any angle. When the replay starts, press the © button to be the Cameraman, and use it to 
show your opponent that great goal! 

ON-FIRE 

The players on the ice will catch fire for a limited amount of 
time. This occurs after you win a fight or go on the powerplay. 

You’ll know you’re On-Fire when you see a burst of fire on your 
team during face-off and when fire spins around the logo in the 
upper portion of the HUD. 

When you’re On-Fire, your players will have unlimited Turbo 
available when they skate and shoot. Take advantage when you 
catch fire, because it only lasts for a limited amount of time. 

COACHING DISPLAY 

Press'the D-pad -f or J- to select Attack (for an attacking-style offense) or Protect (defensive-style play). 
Press the D-pad f to remove the display. This feature is set to Off by default but it can be enabled during 
the game from the Pause Menu (see Pause Options, pg. 22). 




THE RINK 

In order to understand the game’s infractions, you’ll need an overview of the hockey rink’s dimensions: 

The area between the Blue Lines and the Goal Lines is referred as both the Offensive and Defensive Zones 
depending on which team is defending and which team is attacking. A defending team’s Defensive Zone is the 
attacking team’s Offensive Zone. The area in the center of the rink, from Blue Line to Blue Line, is the rink’s 
Neutral Zone. 

Icing 

If a player shoots or dumps the puck into the opposing zone from behind their half of center ice, the play will 
be stopped when the opposing team touches the puck behind their goal line. A face-off will then take place in 
the defensive zone of the team that iced the puck. However, if an attacking player reaches the puck first after 
shooting it in, or if a defender touches the puck before it reaches the goal line, it will not be considered Icing 
and play will continue. Icing is not called when a short-handed team (a team with a player in the penalty box) 
shoots the puck in, in the same scenario. 

2 Ling Pass 

A player may not pass the puck to a teammate across two lines. In many cases, this occurs when a player pass¬ 
es from his own Defensive Zone across both the Blue Line and the Red Line. 

Offside 

The referee calls Offside when an offensive player crosses 
into the defensive team’s zone before the puck crosses the Blue 
Line. In other words, an attacking player not carrying the puck 
may not be completely across the Blue Line before the puck 
enters the defending team’s zone. 

When Offside is called, the referee initiates a face off just 
outside the closest Blue Line. 







PENALTY SYSTEM & REFEREE TYPES 

NHL Hitz Pro features an innovative new penalty system that puts you in control of when your team goes to the 
sin bin. Located in the HUD beside each team’s logo is a referee meter represented by the whistle and meter. 
This meter represents the referee’s patience on the ice with your team. The more dirty your team plays, the more 
the meter fills with penalty points - and the more likely you will go to the box. 

There are three ways to fill your meter: 

Hitting the Goalie - This results in an automatic penalty if the goalie is near his crease. But 
if he wanders out too far, the penalty may not be called. 

Interfering with Players - You will receive penalty points if the opposing team is carrying the puck, 
and you start to hit down opponents who do not have the puck. 

Pass Interference - You will receive penalty points if your opponent makes a pass and you knock 
down the receiver of that pass before the puck is received by that player. 
Depending on the Referee Type chosen in your game settings, the referee may call a penalty right away or let 
the play continue and slowly let your meter build up. If the penalty option is set to off, then penalties will not 
be called (see Referee Type, pg. 11). 

THE POWER PLAY 

When a player is called for a penalty, he goes to the penalty box, and 
the opposing team has a man advantage on the ice. The opposing team 
maintains the advantage until they score a goal or the penalty time runs 
out If the team with the advantage scores a goal, the penalized player 
may leave the penalty box, and return to the ice. 

The amount of time a player serves in the penalty box depends on the 
Period Length setting. It’s equal to 6 seconds for every minute of the 
period. For example, a 5 minute period would put a player in the penal¬ 
ty box for 30 seconds. 

Fighting Penalties 
Following a fight, both players go to the box for an amount of time that equals one fourth of the period time. 
For example, in a 5 minute period, fighters would go to the penalty box for 1:15 minutes. The player that loses 
the fight unfortunately puts his team at a disadvantage. The team of the winning fighter goes On-Fire (see 
On-Fire, pg. 20). 



PAUSE OPTIONS 



PAUSE OPTIONS MENU 

At any point during the game, press the button to pause the game and display the Pause Menu. It contains 
standard game options to make adjustments to your current game. 

REPLAY 

You’ll likely make some incredible plays that you’ll want to view 
again from all angles. Replay controls are listed on-screen. Press the 
START button to exit Replay. 

SETTINGS 

See Settings, pgs. 11-16. 

TEAM COACHING 

During the game, you can make personnel and strategy decisions using the following options: 

Edit Lines 
See Edit Lines, pg. 15. 

Coaching Display 

Turn your Coaching Display ON or OFF. 

Strategy 

You can decide whether you want your team to play an Attack style offensive game, or if you want your players 
to back off to a more defensive style of play to Protect a lead. 

Goaue Status 

Sometimes late in the game, you’ll find that you're down a goal or two, so use this option to pull your goalie and get 
a sixth skater on the ice. 


STATS CENTRAL 

Press the the D-pad -fr, #■> or to highlight Team Stats, Player Stats, User Stats, Scoring 
or Penalties, then press the © button. Stats and summaries will be displayed. When needed, press the © 
button to sort by statistic. Descriptions for abbreviated stats are listed at the bottom of the screen. 

CHOOSE SIDES 

During the game, you or your friends may decide you want to join or change teams. Press the D-pad 4m or ^ 
to choose the Home or Away team, then press the © button to return to the Pause Menu. If a human play¬ 
er wants to leave the game, you can move the selection icon to the center position and let the CPU play 
out the rest of the game. 

Player Lock 

Press the © button to set Player Lock. Skater positions (ie - RW, LW, C, etc.) will be displayed. 
This will tell you the position of the only player you’ll control during the game. You won’t be able to 
switch to other skaters on the ice. 


CONTROLS 

Change your control configuration during the game. Press the © button, then press the D-pad or ^ to select 
one of the preset controller configurations. During multiple player games, only one person at a time can change 
their configuration. Press the © button to turn the controller’s Vibration feature DN or OFF. 
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NEXT LEVEL GAMES 


Production 

Rendering . 

Al/Gameplay Programmer. 

Al Gameplay & Online Programming . 

Front End Lead . 

Game Design, Aodio Scripting. 

Gameplay, Online Programming _ 

Office Manager . 

Rendering . 

Lead Designer . 

Front End Design. 

Sound Design . 

Front End Programming . 

Models, Textures, Player Faces. 

Models, Textures, Player Faces. 

Front End Design. 

Sound Programming. 

Rendering . 

Sound Editing . 

Art Direction, Concept Artist. 


Quality Assurance 

OA Lead ..Adam Boyes 

QA Analysts..Anim Ali, Paul Byrom, Graham Lafond, Bren Mach, Chris Moorhead, 

Rene Valen & Nathan Wawruck 

Extra Help 

Arena Organ Music .Paul Airey 

Office Defenseman.Herkimer Chicanery 

Arena Rock Music.Ian Duke & Sean Webster 

Broadcast Voice.Tim Kitzrow 

Motion Capture Talent ..Tyler Kuntz & Cory Lafreniere 

Rink Announcer.Al Murdoch 

Heckler.Charles Onyett & Jake Onyett 

Front End Music .Chris Peterson 

Color Commentor Voice .Harry Teinowitz 

Greedy Productions, Ltd. - Game Intro FMV 

Lead Compositor .Taxis Dunn 


Mainframe Entertainment - Motion Capture 

Motion Capture Coordinator.Jane Boxer 

Motion Capture Producer.Luke Carroll 

Motion Capture System Operator .Colin de Jose 

Executive in Charge of Motion Capture.Dave “Dr. Dude” Fracchia 

Motion Capture Shoot Supervisor.Richard Overington 

Motion Capture Assistant Director .Ben Burden Smith 

Motion Capture Data Editor .Jayme Vandusen & Jody Zoerb 

Base9 Studios - Video Post Production 

Producer.Alec MacNeill Richardson 

Digital Compositors .Chris Ferguson, Zach Lipopsky & Evon Scott 

Special Thanks 

That 70s Kid, Working Joe, Big Dog, Excellent Ice - Joel, Claudette and crew, Herkimer Chicanery, Mahoney's, Mike Grasso, Keith Liu, 
ttv. the SDC, Mitty, The Royal, The Thunderpuck guys - Hrudey32 and GoSensGo, the Better Than Average dragon boat team, and the 
Vancouver rockers: Exit This Side - www.exithiside.com and Flipswitch - www.flipswitchmusic.com. 
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MIDWAY SPORTS 

VP, Product Development .Matt Booty 

Executive Producer.Mark Madland 

VP Sports Business Unit.Jon Dean 

Director of Engineering.Michael Weilbacher 

Technical Consultation .Josh Williams 

Technical Consultation .Mike Bilder & Jared Noftle 

Artistic Consultation.Martin Murphy & Chip Sineni 

Executive Assistant .Samuel Peterson 

San Diego Production.Jeremy Airey & Devin Shatsky 

Chief Technical Director .Paul Lefevre 

Sr. VP Publishing.Mark Beaumont 

VP Ma S r'k n eting DeVelDPmEnt !!! 11! ^Ha^en^Sheeler 

Dir., Sports Marketing ..Tim Granich 

Product Manager..Tim Mulligan 

Marketing Coordinator .May Cam 

Dir., Channel Marketing .Christa Wittenberg 

Channel Marketing Manager.Echo Storch 

VP Licensing .Steve Booth 

Sr. Manager, Sports Licensing .Reggie Saunders 

Dir, PR and Promotions .Marcelyn Drtter 

PR Manager.Tim Cummins 

VP Sales .Melani Windham 

Internet Manager.Dawson Vosburg 

Quality Assurance (Chicago) 

DA Director .Loren Gold 

Lead OA Analyst.Greg Ranz 

OA Product Analysts.Andy Hernandez, James Pettinger, Richard Vrtis & Ki Wolf-Smith 

Quality Assurance (San Diego) 

QA Director .Paul Stemgold 

QA Manager.Rob Sablan 

Web Master / D.BA .Michelle Savoie 

QA Administrator .Aurora Ramans 

QA Supervisor .Kevin Pimentel 

Lead QA Analysts .Adam Jones, Edgar Perez & Raymond Veerkamp 

Co-Lead QA Analysts .John Bozeman, Tony Drake & Colin Payette 

Lead Technical Standards Analysts .. .Adam Bailey, Adrian Castaneda & Jason Jorgensen 
Technical Standards Analysts .Chris Berg, Todd Moulton, Josh Palmer & Ron Salleza 

QA Analysts .Rommel Abalos, Matt Adams, Melvin Burton, Ryan Castiglia, Ben Esguerra, Mark Fontecha, 

Jared Hamiter, Mike Hampton, Carl Hildago, Quan La, Randy Lie, Shannon Meyer, Clermont Matton, 
Phuc Nguyen, Cheryl Pilcher, Sherwin Reyes, Jason Richman, Alan Shulz, Ken Shanahan, Justin Vancho, 
Stephan Whilden, Eljin Whitehead & Tommy Woo 

Creative Services 


VP Creative Services .Debbie Austin 

Dir. Creative Services/Manual.Jon Mongelluzzo 

Project Manager .Sally Nichols 

Creative Designer.Ron White 

Additional Graphic Design.Gary Gonzales 

Assets Manager.Rare Macapayag 


Creative Media 

Max Crawford, Rigoberto Cortes, Christian Munoz, Jack O’Neall, Bill D’Neil, Matt Schiel, Chris Skrunz, BethAnn Smukowski, Dimitrios Tianis, 
Christa Woss & Larry Wotman 
Midway Legal 

Debbie Fulton, Rob Gustafson, Nancy Fuller, Cory Halpem & Mike Burke 
Music Consultant 
Julie Sessing - Sessing Music Services 
Special Thanks 

Neil Nicastro, David Zucker, Ken Fedesna, Jamie Ralph, Ann Denton, Phil Marineau, Aaron Grant, Kristine Lefevre, Midway Sales, The Ayzenbeig 
Group, MS&L, Josh Madland & Joe Louis Arena 


NHL.Jason G. Chrones, Brian Jennings, Dave McCarthy, Catherine O’Brien, 

Unda M. Santiago & Kristin Snead 

NHLPA.Martin McQuaig, Mike Ouellet & Ted Saskin 

NHL Players.Nicklas Lidstrom, Eric Brewer, Glen Murray, Henrik Tallinder & Stephen Weiss 

NHL Coach.Scotty Bowman 

















































































MUSIC CREDITS 

“Simple Wonder” 

"Good Enough” 

“Retarded” 

“Mare” 

“Phoney” 

“The Silence” 

Written and performed by Exit This Side 
Courtesy of Exithiside Music 

Published by Exithiside Music (SOCAN) and London Smith Productions Inc. (SOCAN) 

“Finding My Way” 

“Beautiful To Me” 

Performed by Exit This Side 
Written by Exit This Side &AI Levy 
©2003 Exithiside Music 
Courtesy of Exithiside Music 
Published by Exithiside Music (SOCAN) 

“Hear It” 

“Seasons” 

“Saturdays” 

Written and performed by Fiipswitch 
©2001 Static Tactic Records 
Courtesy of Static Tactic Records 

■Circumstances 
“Ride On” 

“Empty Hands” 

Written and performed by Fiipswitch 
©2002 Static Tactic Records 
Courtesy of Static Tactic Records 

“Empty Hands Scratch Remix” 

“Hype**” 

“Out Of Here” 

“Circumstances Remix” 

Written and performed by Fiipswitch 
©2003 Static Tactic Records 
Courtesy of Static Tactic Records 

“Kemkraft 400” 

Performed by ZombiB Nation 
©2000 Radikal Records, Inc. 

Courtesy of Radikal Records, Inc. 

Written by Splank and Moorer 
Published by Universal Music Germany 

“New High” 

Performed by Diffuser 
©2003 Hollywood Records, Inc. 

Courtesy of Hollywood Records 
Written by Tomas Costanza and Anthony Cangelosi 
Published by Happiness Is All The Rage Music (ASCAP) and Fainting Geisha 



i Music (ASCAP) 


NHL HITZ PRO MUSIC 


“Get Loose” 

Performed by The 04 

©2003 Flying Nun Records, under exclusive license to Hollywood Records, Inc. 

Courtesy of Hollywood Records 

Written by James Christmas and Dion Palmer 

Copyright Contrel/The 04 Music Ltd. (APRA) 

“Pedal To The Metal” 

Performed by Kazzer 

©2002 Sony Music Entertainment Inc. 

Courtesy of Epic Records by arrangement with Sony Music Licensing 
Written by Brian West and Mark Kaspryzyk 

Published by Kazzermusic Publishing (SOCAN) and Worldwide West Music Inc. c/o Sony/ATV Songs LLC (BMI) o/b/o Sony/ATV Music 
Publishing Canada 
“Get Up Again” 

Performed by Flaw 
©2001 Universal Records Inc. 

Courtesy Df Universal Records under license from Universal Music Enterprises 
Written by Chris Volz, Ryan Jurhs, Christopher Ballinger, Jason Daunt and Lance Amy 
Published by EMI April Music Inc. and Rabid Janitor Publishing 
All rights for Rabid Janitor Publishing controlled and administered by 
EMI April Music Inc (ASCAP) 

Performed by Logan 7 
©2001 Palm Pictures, LLC *~ 

Courtesy of Palm 

Written by Sam Hollander and David Schommer 

Published by DreamWorks Song (ASCAP), Pop Rox Music (ASCAP) 

DreamWorks Songs and Pap Rox Music administered by Cherry Lane Music Publishing Company, Inc. (ASCAP) 

■Transform” 


©2003 SKG Music LL.C. 

Courtesy of DreamWorks Records under license from Universal Music Enterprises 
Published 11 by Soul Suck Muste’ (ASCAP), DreamWorks Song (ASCAP) * ' 

Worldwide rights fur Soul Suck Music and DreamWorks Songs administered by Cherry Lane Music Publishing Company, Inc. (ASCAP) 

Performed by 12 Stones 
©2002 Wind-up Entertainment, Inc. 

Courtesy of Wind-up Entertainment, Inc. 

Written by Paul McCoy, Kevin Dorr and Eric Weaver 

Published by Cracker Rhythm Music (BMI) and Dwight Frye Music, Inc (BMI) 

All rights adminstered by Dwight Frye Music, Inc. 

“Gasoline” 

Performed by Seether 

©2002 Wind-up Entertainment, Inc. 

Courtesy Wind-up Entertainment, Inc. 

Written by Shaun Morgan Welgemoed, Dale Stewart and David Cohoe 
Published by Seether Publishing and Dwight Frye Music, Inc. (BMI) 

All rights administered by Dwight Frye Music, Inc. 

“Hindsight” 

Performed by Dry Kill Logic 
Music by P. Arcuri/S. Thompson 
Lyrics by C. Rigano 
2002 DKL Industries 

UL RIGHTS RESERVED. USED BV PERMISSION. INTERNATIONAL COPYRIGHT SECURED. 


Bodge is a trademark of DaimlerChrysler Corporation and is used under license by Midway 
Home Entertainment Inc. c DaimlerChrysler Corporation 2003. 
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C 2003 Midway Amusement Games LLC MIDWAY, am the MIDWAY LOGO are trademarks 
of Midway Amusement Games. LLC. Used by permission The NBA and individual NBA 
member team identifications used on or in this product are trademarks, copyrighted designs 
and other forms of intellectual property of NBA Properties, Inc. and the respective NBA 
member teams and may not be used in wnole or in part, without the prior written consent of 
NBA Properties Inc. A 2003 NBA Properties. Inc All rights reserved. Distributed under 
i'cense ov Midway Home Entertainment he. 



WARRANTY 


MIDWAY HOME ENTERTAINMENT INC. warrants to the original purchaser of this 
Midway Home Entertainment Inc. software product that the medium on which this 
computer program is recorded is free from defects in materials and workmanship 
for a period of ninety (90) days from the date of purchase. This Midway Home 
Entertainment Inc. software program is sold “as is,” without express or implied 
warranty damages of any kind, and Midway Home Entertainment Inc. is not liable 
for any losses or damages of any kind resulting from the use of this program. 
Midway Home Entertainment Inc. agrees for a period of ninety (90) days to either 
repair or replace, at its option, free of charge, any Midway Home Entertainment 
Inc. software product, postage paid, with proof of purchase, at its Factory Service 
Center. 

This warranty is not applicable to normal wear and tear. This warranty shall not be 
applicable and shall be void if the defect in the Midway Home Entertainment Inc. 
software product has arisen through abuse, unreasonable use, mistreatment or 
neglect. THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES AND NO 
OTHER REPRESENTATIONS OR CLAIMS OF ANY NATURE SHALL BE BIND¬ 
ING ON OR OBLIGATE Midway Home Entertainment Inc. ANY IMPLIED WAR¬ 
RANTIES APPLICABLE TO THIS SOFTWARE PRODUCT, INCLUDING WAR¬ 
RANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PUR¬ 
POSE, ARE LIMITED TO THE NINETY (90) DAY PERIOD DESCRIBED ABOVE. 
IN NO EVENT WILL MIDWAY HOME ENTERTAINMENT INC. BE LIABLE FOR 
ANY SPECIAL, INCIDENTAL, OR CONSEQUENTIAL DAMAGES RESULTING 
FROM POSSESSION, USE OR MALFUNCTION OF THIS Midway Home 
Entertainment Inc. SOFTWARE PRODUCT. 

Some states do not allow limitations as to how long an implied warranty lasts 
and/or exclusions or limitations of incidental or consequential damages so the 
above limitations and/or exclusions of liability may not apply to you. This warran¬ 
ty gives you specific rights, and you may also have other rights which vary from 
state to state. 


P0 Box 360839 
Milpitas, Ca 95036-0839 


(408) 478-8499 
10pm / 


imated help line open 24 hours a day 
Entail: support@midwayxom 


Hints and ftps 

Fop the hottest dps and codes fop Midway Gamas, call 1-800-328-HWT (4488). Automated Ups and codes ape available 24 hours a 
da» 7 days a week. The cost lop automated hints Is $1.40 top the first minute, .88 cents per minute thereafter. Uve operator sup- 
port Is 1.50 per minute and Is avalable Monday through Friday Irom 8 am to 8 pm Pacific Thro. You must be 18 years ol age or older 
or have parental consent to caB this number. A tnuebtona phone Is required. Messages are subject to change without notice. 


Microsoft, Xbox, and the Xbox logos are either registered trademarks or trademarks of Microsoft 
Corporation in the United States and/or other countries and are used under license from Microsoft 'S V 









